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NTRODU TION 


‘Ati There is a certain balance in all things. Video games are no different in 


eae this, and the developers at Croteam were vitally aware that a First-Person 
Shooter cannot succeed without providing multiple aspects of enjoyment 
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for a player. In the case of Serious Sam, Croteam works hard to blend vio- 
lence and ultra-violence into a homogenous mixture. When short skir- 
mishes fall away and the game's truly monstrous battles are allowed to 
Si ial 4 take place, everyone will find that there is something very special about 


This strategy guide will open the door for people who are brave enough 
to take on this incredible game. Surrounded, horribly outnumbered, and 
a o | , Mtn given little chance for respite, Sam needs all the help he can get during his 
Mi i | a: Haiti. journey. Knowing what secrets lie beneath each rock and what horrors 
| HU lurk around every corner will allow people to stay in touch with this 
"game's true beauty: destroying evil beasties with large unrelenting 
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The idea behind this. weapon is sto create a wall of bullets Iti is 5 aie apostle to spas | 
| the damage potential « of the XM214-A. NC} matter what enemy you are facing, the. minigun | 
| wil be able to Mies the situation cba a poet Se mas as ees ammo 0 holds Nee 


Hi The XPML21 is i] ihe rock ender that has a aie firing rate, fairly plentiful a ammo, o, and e 
<== /| “missiles with a substantial. payload. Against packed troops like Harpies, Kleer, and Marsh - 
Hoppers, these missiles are quite deadly. For larger targets, a spread of missiles needs to be | 
| | fired to land a killing blow. In ane eh the romet aoe isa aceon that can do won- ie 

pecan i derful ne ene a level. | 


to kill everyone it in a room; this indudes Sam, and splash damage is spotne to & cimned a 


ne i Hh : iia very wise to put. away the XPML21 before heading into tight corridors or areas that could | 
| conceal other traps. Sam will be much safer if you switch to the rocket launcher only when | 
| you need it and then remember to put it away when you are done (i.e., don’ t — around | 


§ tle a nated: container S ene eae and ¥our fi eee on the trigger). 
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there are battles where Sam is meant to be roughed up. 
you from looking like Frankenstein's Monster. Do your best to stay high on armor for 


Even though you can get through many of the game's 
Health items will keep you alive, but armor pieces are 


higher survivability during heavy fighting. 
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There are hundreds of health items throughout the game. These are the backbone of Sam’s survival potential. Without help from these goodies, even the 
best fighters wouldn't get very far. 
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Earth a Mental’s fitst 4 0 Many worlds have fallen before the 
mighty scourge of this villain. To make things worse, many of the nastiest 
beasts and fiends of the defeated worlds have joined Mental. To save 
Earth, Sam will have to survive against creatures with fearsome mystical 
and technological abilities. 





This bestiary explains what these creatures are, how they are best defeat- 
ed, and how many points they are worth in the cosmic scheme of things. 
...For darity, the monsters are divided into groups that are based on their 
_ Common range of attack. 





PS ” The difficulty of the enemies you will face while battling Mental is judged 
_™ __ onascale from one to five. The weakest enemies can be driven away in 


massive numbers, but the most powerful creatures are troublesome even 
when you face them without distractions. 
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; “Older Ar adh have a ve ‘carapace ae are cue hen hes younger ‘counter- o 
| parts, They also carry a heavier chain gun and can lay a substantial amount of 
fire over an area. The key to beating Arachs is to stay behind cover during the | 
creature's firing phase and to jump out for a few attacks of your own after the — 

bullets stop whizzing past. t's fairly easy to tin time —— and it makes these power: 2 
ful creatures a whole lot easier 0) destroy. 


Often, the kel ates geek ok Wc ACH kwh oe 
though, the grenade launcher, Se cannon, ¢ or other: es oS per shot 
eee sulfice. st ‘ ‘ 
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The cannons sha your run into sie SBC c care around the le level When Sam 
| gets hit by one of these, it teaches him a lot about life, love, and growing up. 
| Sadly, it also kills him. You really t must destroy cannons before. getting into a | 
| drawn out battle i in an area, oS one e shot that ee don't s see will be a 
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over. That is the basic way to win against these simple foes. | 


Things are offen a lot more complex, though. bane cies ee, the: 


| Greenies will try to hurl their attacks around buildings and over great distances. 
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ete cea seta in behick These gins ee/anesone in srengh | 
-feroaty, and endurance. You can wholly envision these beings at the head of | 
| great armies, laying waste to entire cities during Mental’s conque ests. may seem 
_like madness for you to take these on by yourself, butiit can be done. | 


- Stay at long range to give yourself as much reaction time as ide be : 
" Highlander’s attacks. Like the Fiend’s attacks, these fireballs move at high speed | 
and are quite difficult to blow out of the air. Dodge while pouring missiles and 


_ bullets into the Highlander and make sure to kill any enemies who will impede - 
your continued dodging. If you must attack Highlanders while other enemies are — 
nearby, kill the weaker troops first so that you ge ad tenia 
| dur ee eet ieehie i , 
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Better armed, you should be ready to move out. 
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Walk around the inner wall of the second tier to uncovered a Gnaar and 
a few Beheaded. These should be dealt with easily when you have two 
Colts blazing away at once. Search 
the left side of the tier for a health 
vial and a few more kills of this sort. 


On the left side of the second tier is 

a treasure bag that is practically 

il «unguarded. Take this for your first 
) taste of fine loot! 





Better prepared for the task ahead, walk up the central ramp of the tem- 
ple and kill the Beheaded who are guarding the third tier. If you do this 
while the storm ts still raging, a blast of heavenly fire will do some of the 
work for you against these vile abominations. Otherwise, the spirits take 
a back seat and let your guns do the talking. 


2 Up top, there is a ledge that 
goes toward both sides of the 
temple. Jump onto the right side 
of this ledge and take it to the 
end. There’s a flat section to the 
side of the temple that you can 
jump onto from the ledge. Do 
this, then turn the corner to dis- 
cover a hidden Rocket Launcher! 





Look toward the wall on the right 
side of the rocket launcher platform 
(toward the desert). A treasure 
bag is there. 





3 | Repeat the trick from the first 
secret on the left side of the 
temple. There you will discover 
some extra ammunition for 
your precious new piece of 
hardware. 





if you want to get all of the power, equipment, and excitement out of this 
area, use the ramp to go all the way down to the first tier of the temple at 
this time. There are additional secrets there that are now accessible. 


RP On the left side of the first tier is 
a darker section of wall that is 
tucked away at the back of the 
walkway. Pressing against this 
will cause it to slide out of your 
way. A trapped group of 
Croteam fans will emerge. 
Before leaving them to their 
own devices, look inside their 
area for some extra rockets. 





SP On the right side of the first tier is a similar door, but this 
~ one won't slide out of your way. Something very special 
must be trapped inside this one. Use your rocket launcher to 
break the door down and then look inside. Some very inter- 
esting people were being held 
down there. Take the spare 
rockets from their large cell 
before moving out. 


A large treasure chest is hidden 
in Croteam’s vault. Croteam has 
been hoarding gold coins down 
here in the basement, but they 
don't seem to mind if you take it. 


4, i174 600 





On the way up to the temple, walk on the sand and stay on the right side 
of the ramp that rises onto the first tier of the compound. In the back cor- 
ner, where the ramp meets the wall, you should find a treasure bag. You 
can get this as you head into the desert or when you come back. 












This secret is a long way off 
from the temple. Out in the 
sands is a single tree that grows 
amidst desolation. Make the 
long trek out to this hidden 
area, but beware the heavy Bio- 

Mechanoids that wait to 
ambush you. Use pistols at maximum range for a slow but 
safe way to kill these monsters. When all is done, continue 
to the tree and take the super 
health that is there. There is 
also a stash of ammo for your 
weapons. 


If you destroy this tree, over 
half a dozen Harpies will spawn 
to attack you. Choose your 
actions wisely. Or don't. 








Pick up another treasure chest at the small oasis as you leave. 





Instead of going back up to the third level via the central ramp, use the 
hallway inside the doors from the second tier. There are a couple more 
enemies to kill in there, and the hall leads to a lift that will get you up to 
tier three in we There is another Colt .45 up there, but you won't be 

: Sy able to get anything out of it unless 
you grow a third arm. 


Before advancing, take the hallway 
to reach the outside of the third tier 
again. Go to the back of this section 
and grab the shotgun shells there. 


There is a discolored section of 
wall at the back of the right 
side. Moving up to this wall will 
cause it to slide out of your way 
and reveal a free coach gun. 
This is a great asset for the first 
few levels, and anything that 
gets close to you can now be properly rebuked. A single 
Gnaar will spawn to give you your first enjoyable frag with 
this fine tool. 








The left side of the tier has a few 
Beheaded guards, but they don’t 
put up much of a fight. There 
you'll find more shells and an 
exoskeleton. 


Go inside the temple again and take the central hallway that leads deep- 
er into the structure. A chainsaw is there, just waiting for a new friend. 
The peace inside the hall will be shattered when a Gnaar runs into the 
area in front of the far door. If you want to try out the chainsaw on that 
Gnaar, no one would blame you. 





The pool room is beyond that door. Only a few Beheaded stand watch 
here in this scenic room. Kill these troops before picking up the armor 
shards around the sides of the room. 


EASY HEALTH 


Jump into the pool to grab a 
large health. Sure, it isn’t much 
of a challenge, but the world 
looks so peaceful from under 
the water. It’s also nice to wash 
all the Beheaded guts off of 
your clothes every once in a 
while. 





The last room of the Hatshepsut 
Temple has an armor vest on the 
right side that you should grab as 
soon as you walk in the door. 
There's also a shotgun left unde- 
fended on the left side of the room. 
Sounds a bit like a trap, eh? When 
you take the last weapon, a group 





of Gnaars and Beheaded will open the far door and have a go at you. It 
sn't a brutal fight, especially if you use your special coach gun instead. A 
Kleer will make his entrance toward the end of the fight, but a single 
coach blast can kill his sorry bones. Exit the room to continue into the next 


A QUICK EXIT 


Even though you aren't in much 
danger during this fight, it’s 
sometimes funny to rush 
through the door as soon as the 
monsters open it. In the level's 
brief scripted sequence, you will 
see the monsters turn around | | 

and try to go after Sam, but they ju just ae ak 7) ae Sa 
This isn’t worth any points, but it’s good for a laugh. 





SAND CANYON 


You will soon leave the relative 
Safety of the temple behind and 
walk into the area of the Sand 
Canyon. Surely Mental’s forces will 
begin to mass against you in 
greater numbers now that knowl- 
edge of your arrival is spreading. 
Hopefully it won't make a differ- 
ence. 


Move out of the first room and collect the shotgun shells that are in front 
of the doorway. Step outside and back into the heat. Ahead of you is a 
medium health that will be needed in time, but the rest of the area is 
momentarily clear. Take out your shotgun and get ready, for that is about 
to change. 


A Kamikaze will rush over the hori- 
zon as you approach the far edge 
of the dunes. It isn’t hard to kill a 
single Kami, so give him a taste of 
violence and back up when you're 
done. Before long, an entire legion 
of Kamis will follow their fallen 
brother ne nena you. a away ai this group, as needed, and pick off 
their members as you go. Stay at the shotgun’s ideal range so that you are 
killing the Kamikazes in a single blast. This keeps their banzai charge from 
being effective against you. 





BS a ee ee ee es ee ee a er re a ee 
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Sand Canyon 


On the other side of the hill are a few Gnaars, some Beheaded, and a 


Kleer. Dance around this group while picking up some kills and the spare 
exoskeleton that is on the right side of the hill. 





HARPIES IN THE CLOSET 


When the battle is over, jump 
around the right side of the 
building ahead and climb up the 
gentle incline there. You will 
likely notice a recess in the side 
of the structure. Take out your 
coach gun and jump onto the . i 
ledge there. The wall will slide back to sill a ne of 
Harpies. Of course, there's also a bit of rocket ammo and an 
armored vest! 








| 
i 
| 


Also on the right side of the 
building is a hill with a tree that 
you can't reach. The slope is too 
steep for Sam to simply run up. 
Instead, you must run up as far 
as you can along the dark strip 
on the left and jump up to the 
top of the hill. This isn’t easy, 
but it can be done! 


This will get you up to that tree, 
where there is a medium 
health. The secret valley 
beyond has a fair amount of 
bullet cases, shotgun shells, and 
rockets as well. Taking these will spawn a couple waves of 
Kamikazes, so have your shotgun ready to go. 








ASPOTOFHEALTHFORYA,GOV! 


Turn away from the entrance to 
the new temple and return to 
the previous building (where 
the Kamikazes attacked you a 
moment ago). The health kit 
there will count as a secret for 
you. 
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Get on top of the initial structure to 
steal the first treasure bag from 
this level. 





» >», Enjoy the free exoskeleton inside the entrance to the next 

©". building. Walk down the dusty passage and turn left down 
| the first corridor that you come to. Below is a small health vial 
“and some shotgun shells, but get these quickly. A few Kleer 
will leap into the fog and tear at you. Defeat these with some 
clever coach gun blasts and return to the main hall. 








Down the central path of the hall- 
way Is a closed gate. A partying 
group of Beheaded will run by on 
the other side, rushing off to do 
something important. If you wait 
just a moment longer, the gate will 
descend and you can walk through. 


Take the left hallway and stick to the 
wall as you travel; an impressive 
boulder will roll down the corridor 
as Sam whistles a familiar tune. The 
tiny room beyond has an armored 
vest and more shotgun shells. 





Destroy the statue in this small 
room to reveal a treasure bag. 








Turn around and run ona te right hallway now. It doesn't take long to 
reach a room with a fountain in the center. The early Kamikaze rush here 
is just a warm up for a substantial fight against some friendly Marsh 
Hoppers. 





There’s a discolored spot on the 
right wall of the fountain room. 
Before the frog rush begins, — 
hurry over there and push the 
wall aside. There is a Tommy 
gun within, and you can also 
pick up two cases of bullets for 
this wonderful weapon. This will be an incredibly potent 
asset during a couple of the fights later in the level. 





The Marsh Hoppers aren't too tough to beat, so it is a cinch to use the 
chainsaw and carve through the bunch of them. Wander through the 
room and kill the hopping beasties as you go. The far door will unlock as 
soon as you are done with the action. 


The next room has two levels. As 
you open the door, Kleer and 
Gnaars are ready to attack Sam. 
Back away and use the coach gun 
to simplify the problem. Come for- 
ward after this fight and kill the 
at ii "| Beheaded on the second tier of the 
room. “Take the sation health and the armor shards that are spread 
around to spawn a couple more enemies. 








With your enemies dissipating 
into ethereal dust, it's time to 
collect the fair reward for your 
trouble. Behind a pillar on the 
left side of the room (near the 
door you entered through) is a 
jumper. This will throw you up 
to the top of the silinn On the far side is a set of plate armor 
that you can wear. 





» The other pillar above the doorway has a treasure bag resting 
on its top. Take this during your flight across the top of the 
chamber. 


The side room only has a few enemies, and nothing that should cause 
you any harm. An exoskeleton is there to pick up as well. 





Maths. 


WHAT IS HIDDEN UNDER THE STAIRS? _ 


Under the stairs in that side 
room is a medium health flask 
that takes only a second to 





». Leave the two-tiered room and walk up the ramp beyond. 
'_» There are more shotgun shells there at the bottom. When 
2 you get close to the top of the ramp, Gnaars and Frogs will 
| gate you in to cause trouble. The chainsaw should make sure 
that this awkward ambush doesn’t put you in bad shape 
(charge forward with the chain spinning to inflict maddening 
damage on your foes). Take the exoskeleton and medium health flask at 
the top of the ramp if you do get beaten up at all. 








The door opens into the final valley 
of the level. Walk through the sands 
until you reach the first turn of the 
valley. To your right are two 
recessed areas with health and 
shotgun shells. On the left are two 
more areas with light equipment. 








“0 ) KARNAK 8 BEYOND 


San Canyon 


The first valley on the left has a treasure bag that is easy to spot on the 


wall of the cliff. Jumping up that hill is a bit tricky but should get you a fair 
bit of loot. Try to time it so that it will take two jumps to reach the treasure. 





The fighting is pretty light at first, consisting mainly of skirmishes with 
Beheaded. Over the final rise toward the tomb ahead, however, are a 
number of more Powerful enemies. Gnaars, a Werebull, and even a less- 
er Bio-Mechanoid will come for- | 
ward to defend the Tomb of 
Ramses. The coach gun is easily 
enough to handle this rabble, but 
the rocket launcher is great for 
blowing down the Bull and the 
Mech if you feel at all threatened. 





GNAARS, TREASURE, AND A TRICKY JUMP 


You can collect the level's final 
hidden stash by jumping up the 
hill to the left of the tomb 
entrance. You have to time this so 
that you don’t land on the trou- 
blesome parts of the hill in the 
middle, so it often takes a few 
tries to learn the timing of it all. 


This will get you onto the roof 
Me a 
equipment here will spawn a 
cluster of Gnaars at very close 
range. This is a fun secret to 
grab because you get to break 
out the chainsaw and go to 
town with it. 








The full treasure chest on the roof is the real reward for the tough @ vs 
jumps. Very nice indeed. > 





Victorious again, it is time for Sam 
to enter the Tomb of Ramses. 
Things are going nicely for our fear- 
some hero. 
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long fall from the heavens will throw Sam into a deep lake in a South 
erican mountain range. This is a very different area from where Sam 
traveling before he found the alien spaceship. The trees, hills, and 
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~--The'land of Babylon is set to be your next conquest. On top of a mighty 
Ziggurat, Sam appears. The only bleak thing about all this is that your 
~~ Weapons have all but disappeared. Luckily, there are many tools of 
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~~" bit of treasure already, if you go around to the back of the building before 
going inside. Nice, a treasure bag! 
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ious Sam isn't just a game for a single person. Sam's a man of 
je masses, and he’s more than willing to take his campaign of 
rban renewal (or whatever he calls it) to the streets. If you have 

v Spare controllers, and preferably a spare X-Box or two, then 
ous Sam multiplayer is only a moment away for you. 
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There are two modes of play that are available to Sam owners out there, 
Deathmatch and Cooperative. Both of these are very interesting, but there 
are also many differences between the two. In both cases, a multiple X- 
Box setup is the ideal way of going into either mode. 


If you're looking for a more traditional FPS battle with a few of your 


friends, then Deathmatch is a good choice (though playing with a split 


screen makes certain stealthy tactics a bit hard to pull off). 


On the other hand, Cooperative mode is the bread and butter of 
Serious Sam play because it holds true to the feel of the single play- 
er game while allowing teams of people to work together. This 
mode gives you and your friends the ability to go through the 
levels of the regular game with a bit of backup, and everything | 
is more exciting than ever. If you set the difficulty up to its | ‘ 
highest levels, there’s a very substantial challenge to be | (a 
found here. 








Multiplayer games always have a deeper level of 
tactics because you have the power to interact 


with other people (who are often a wee bit 
more chaotic than Al characters). Regardless 


of the mode or level that you are choosing, \, 4a 
there are some things about Serious Sam | » 
multiplayer that you should keep in mind. 2 


CONTROLLING THE LEVELS 


The key to victory in almost any first person shooter is to control the 
equipment of a level. If you are playing alone, then having more ammo 
and health will always put you in a better situation against the monsters 
and general Al. Against other humans, this advantage is doubled because 
you will also be stealing the equipment that your opponent direly needs. 


Health, ammo, weapons, and armor all fall under this category. Even if 
you don't need an item, it is very important to pick up everything that you 
can carry. You never know when you will need a melee weapon, or some 
spare bullets for your Tommy gun, or whatever else might be lying 
around. When you aren't engaged with your enemies, take the time to 
scour the ground and rip everything off the pavement that can fit in your 
near-bottomless pockets. 
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“5” ~—- Another aspect of this is to understand where other 
eee _ players will go if they're walking around the level. If 
' S99 — you're planning an ambush, then itis always a good 


‘= — idea to find a vantage point that looks out over the 
9 __ best weapons or equipment in the level; before too 
long, someone will wander by and try to pick 
things up. That is when your sniper rifle and 
rockets come in handy to heat things 
up. Tactics will win the day in an 
even match, but strategy exists 

to make sure that there are 
no even matches — make 
sure that you're the one 

with the upper hand. 








ees ip 


gas 


Mic. 


During a multiplayer game of 
ei PHT es "_~—s«*Serious Sam, one may discover 
ae ~~ that ‘taunting another opponent 
ee 0 may cause them to lose their con- 
centration at a crucial moment. It's 
good etiquette to keep the taunting 
clean and good-natured, but some- 

times there’s nothing better than get- 
ting a solid frag and rubbing an oppo- 
nent’s face in it. 


Around the BradyGames offices during 
the final half hour of an inevitably stress- 
ful day, it's not uncommon to hear one 
yell, “TWITA” or “That's What I'm Talkin’ 
About!” 








A great example for a camping site is a ledge that can only be reached via 
an elevator or a bouncing pad; there are a number of these in both the 
normal Serious Sam levels and in the Deathmatch arenas. These spots are 
wonderful because your back is somewhat safe and there aren’t many 
ways for the enemy to approach you without revealing themselves. 


KNIFE FIGHTING 


In the single player game, the knife really isn’t called upon to do very 
much. Sure, it’s powerful and fun to use, but there are often so many 
things going on and the knife becomes the weapon that you consider 
using, but rarely break out of its sheath. In multiplayer battles against 
other humans, this is not the case. In 

Deathmatch, the knife has several proper- 

ties that everyone should be aware of. 












The most vicious aspect of the knife is that ape bc 

it causes a lethal strike against a human ih ae 

player if you can get behind them. This am | 

backstab is horribly wicked against il i 

campers. If you can anticipate the areas ‘onal 

that your enemies will try to control, Yet 

the knife will be there to win the j ee ee 
day for you. Regardless of how j gait car Ba a 
much armor or health an Ye arsuane 
opponent has, the backstab Bi 
will killtheminone slice. § | ‘ee MARE, 


Just to make things even more bru- rent. 
tal, the knife gives your charactera i a Wt 
substantial boost to your speed. | NER 
You can jump farther (and there- 

fore reach those hard to reach 
places) and run much faster 

when the knife is ee 
unsheathed. Although Ai Bea it 
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MIXING UP YOUR WEAPONS 

An enemy who can be predicted can be both eluded and defeated. It is 
very dangerous to use only a single weapon or even a single weapon type 
(i.e. rapid-fire weapons) for every occasion. Those who rely solely on 
rockets are murdered by close range ambushes, and knife fighters lose a 
great deal of their advantage once surprise fades. Thus, in a Deathmatch, 
changing your tool of choice often is a sure way to stay ahead of your 
opponents. 


Try to keep the Tommy gun and missiles out when you're in the open and 
switch quickly to your blade and other intimate weapons when you enter 
tight quarters. 


The person who has the right weapon out before a fight begins 
is often able to gain a substantial lead (or even an out- 
right kill) before the enemy can react. Know the 
area around you and the people who you are 
fighting. If any of your enemies are keen on 
using a specific weapon, then learn to count- 
er that and force them to try other methods 
Se of war. In general, rockets are great against 
yy . 2 very aggressive foes, the sniper rifle is 
ee vicious against predictable or heavily 
on defensive players, and the faster weapons 
are superb for battle in the open. 
There are many such aspects 
to multiplayer gaming, and 
learning to find these niches 
is critical to mastering any 
game of this type. 
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COOPERATIVE GAMES 

In a cooperative game, there are many new combat tricks that people can 
try out. Because there are a few players going against Mental’s forces, it 
isn't as important to constantly switch between different weapons. 
Indeed, it's best to have people decide what roles they wish to play in the 
game. A good team can have someone out in front with a melee weapon 
and then a close supporting shooter who has a Tommy gun or something 
else that is quick and responsive. 


Adding more people opens up the door for a heavy weapons expert to 
Step in, wielding a rocket or grenade launcher as their default. 


As always, flexibility is a wonderful asset. When people begin to run low 
on ammo, it’s wise to try switching roles around for a while. Still, this type 
of squad playing is a lot of fun. People who want to put a different spin 
on their Serious Sam playing should try this. (Sadly, cooperative mode 
only supports two players if you have a single X-box; this is the sole dis- 
advantage of using this nifty mode.) 

Another interesting theme game to try with Serious Sam is to run a coop- 
erative match with only pistols or melee weapons. After choosing an appro- 
priate difficulty, this can be a fun break from more common modes of play. 


For people who enjoy Deathmatch but aren't terribly into the smaller 
maps that are offered by the DM option, try turning friendly fire on and 
playing “cooperatively.” The excitement added by additional monsters, 
larger levels, and a dynamic environment make for some great contests. 
Although no points are recorded and frags are purely made for the honor 
of the victory, this is an exquisite form of Deathmatch. 


if you have a buddy or two and extra X-boxes, there is another option for 
odd multiplayer games with Serious Sam. Because of the nifty scoring 
system in the single player campaign, it is possible 
to have a race. Give yourselves an hour (or 
however long you wish) and see how many 
levels/how many points each person can 
score on their own. Even when everyone is 
playing separately, this becomes quite a 
fun competition. The nice thing about 
this is that people can compete from 
different locations without any hassle. 
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